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The invention relates generally to graphics processing and more particularly to a 
method and apparatus for processing graphics primitives in a graphics system. 



Generation of images corresponding to a graphics display in a computing system 
is often accomplished using graphics primitives. Such primitives are known to include 
triangle primitives, line primitives, and point primitives. In some instances, a graphics 
primitive is generated that has spatial coordinates that indicate that the primitive is 
outside of the display area associated with the display frame. As is known, the display 
area is typically defined using a number of Frustum planes that correspond to minimum 
and maximum values for the X, Y, and Z coordinate axes. Any portion of a primitive that 
lies outside of the display space defined by these planes does not contribute to the image 
drawn to the screen. 

Figure 1 illustrates a graphical representation of a display space that includes a 
display area and a number of primitives that may lie in various orientations with respect 
to the display area. The triangle primitive is shown to lie partially within the display area 
and partially outside of the display area. In some prior art graphics processing systems, a 
clipping operation that generates a clipped primitive based on the portion of the triangle 
primitive which is included within the display area is generated. The clipped primitive is 
then processed to generate pixel data that may be included in the image displayed. Such 
clipping operations are complex and require a great deal of processing resources. 

In order to alleviate some of the processing requirements for clipping operations, 
some prior art graphics processing systems include a trivial accept guard band such as 
that illustrated in Figure 1. Primitives that must be at least partially drawn, or processed, 





that lie completely within the trivial accept guard band are simply processed without any 
clipping operations performed. This can be accomplished due to the construction of 
rasterization circuits that are capable of rasterizing primitives for display windows that 
are larger than the actual display area of the display. Such trivial accept operations 
5 reduce the number of primitives that are clipped, thus reducing the clip processing 
requirements for a system while slightly increasing the demands on the rasterization 
circuit. The rasterization block can typically process pixels outside the actual display 
area at an accelerated rate, which can make this tradeoff an overall performance 
enhancement. 

10 Further simplification of the processing operations can be accomplished by 

including a trivial discard option when a graphics primitive is presented for processing. 
In prior art systems, the coordinates of the vertices of each primitive are compared with 
m the minimum and maximum coordinates of the display area, and if all of the vertices lie 

! -Li external to a particular Frustum plane corresponding to one of the coordinate axis, the 

ijl 15 primitive is discarded without further processing. Unfortunately, some primitives may 
1 appear to lie outside of the display area based on the coordinates of their vertices, while 

UI in actuality such primitives include portions that would contribute some pixel information 

ni 

to the actual displayed image if they were processed rather than discarded. Two 
j =j examples of such primitives are illustrated in Figure 1. 

Ill 20 The line primitive of Figure 1 is defined by two line vertices that lie outside of the 

!«[ display area. As such, a prior art trivial discard comparison determines that the line 

□ vertices both lie outside of the Frustum plane corresponding to the maximum X 

coordinate value. As a result of such a determination, the line primitive is discarded and 
not processed. However, primitives such as lines and points, which are understood to 
25 have no actual area in a pure mathematical sense, do have a "rasterization area". Line 
and point primitives do produce pixel information corresponding to pixels within a 
rasterization area. For example, a line primitive may result in pixel data covering a 
rasterization area that is 12 pixels wide and 20 pixels long. As display resolutions 
increase, the number of pixels that a line or point "covers" may also increase. As such, 
30 even though the vertices for the line lie outside of the display area, a portion of the 

rasterization area corresponding to such primitives may lie within the display area. The 
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dotted box around the line primitive in Figure 1 corresponds to the rasterization area for 
the line primitive. 

The point primitive of Figure 1 includes a point vertex that lies outside of the 
display area while having a rasterization area that lies partially within the display area. 
By utilizing the coordinates corresponding to the limits of the display area to perform 
trivial discard operations, primitives that may actually contribute to the displayed image 
can be discarded. This is undesirable as it can result in aberrations to the displayed 
image. One example involves a vertical line moving horizontally across the screen, 
where the line suddenly disappears as its vertices reaches the right-most edge of the 
display. 

Therefore, a need exists for a method and apparatus for processing primitives that 
ensures that aberrations to the display due to coarse trivial discard determinations are 
avoided. 



Figure 1 illustrates a graphical representation of a display and its corresponding 
display area and trivial accept guard band; 

Figure 2 illustrates a graphical representation of a display having a display area, a 
trivial accept guard band, and a trivial discard guard band in accordance with a particular 
embodiment of the present invention; 

Figure 3 illustrates a block diagram of a primitive processor that utilizes a trivial 
discard guard band in accordance with a particular embodiment of the present invention; 

Figure 4 illustrates a flow diagram of a method for processing a graphics 
primitive that includes a comparison with a trivial discard guard band in accordance with 
a particular embodiment of the present invention; and 

Figure 5 illustrates a block diagram of a graphics processing circuit that utilizes a 
trivial discard guard band in accordance with a particular embodiment of the present 
invention. 




Detailed Description 

Generally, the present invention provides a method and apparatus for processing 
5 graphics primitives that includes a trivial discard guard band. Such a trivial discard guard 
band is used for comparison operations with the vertices of graphics primitives to 
determine whether the graphics primitives can be trivially discarded such that no further 
processing of the primitives is performed. The trivial discard guard band may be based 
on the specific dimensions of primitives such as one-half of the width of line primitives 

10 or the radial dimension of point primitives such that the rasterization area of such 

primitives is taken into account when trivial discard decisions are performed. As such, 
display aberrations that occur in prior art systems that perform trivial discard operations 
based on the display area of the display without including a guard band are avoided. 

The invention can be better understood with reference to Figures 2-5. Figure 2 

15 illustrates a graphical representation of a display having a display area 10. The display 
area 10 preferably corresponds to portion of the displayed image from a viewer's 
perspective. The display area 10 is defined by screen dimensions that include minimum 
and maximum X values corresponding to the horizontal limits of the display area 10, as 
well as minimum and maximum Y values corresponding to the vertical limits of the 

20 display area 10. In three-dimensional video graphics systems, a Z dimension 

corresponding to a depth coordinate is also taken into account when determining whether 
or not a particular graphics primitive lies within the display area 10. Thus, if the Z 
coordinates of a primitive exceed a predetermined depth (maximum Z value), it is 
deemed not visible to the user and therefore is not processed. 

25 Two guard bands relative to the dimensions of the display area 10 can be used to 

perform determinations as to whether and how graphics primitives presented to the 
graphics processing system are processed. A trivial accept guard band 20 is utilized to 
determine if specific primitives can simply be passed to the graphics pipeline for 
processing without any clipping. Such trivially-accepted primitives lie within the 

30 rasterization space of a rasterizer, where the rasterization space may exceed the actual 
display area 10. Such trivial accept guard bands are known in the art, and are commonly 




used to reduce the number of clipping operations that must be performed on primitives in 
order to generate the displayed image. 

Typically, the rasterizer cannot accommodate all of the graphics primitives 
generated. For example, the clipped primitive 70, which is a triangle primitive and is 
5 defined by the vertices 72-76, exceeds the limitations of the rasterizer as indicated by the 
trivial accept guard band 20. Because the vertices 74 and 76 lie within the screen 
dimensions, at least a portion of the clipped primitive 70 is processed to generate pixel 
data corresponding to the clipped primitive 70. If the vertex 72 were to lie within the 
trivial accept guard band 20, no clipping operations would be performed and the clipped 
10 primitive 70 would simply be passed to the graphics pipeline for rasterization in its 

entirety. However, because the vertex 72 lies outside of the trivial accept guard band 20, 
the clipped primitive 70 must be clipped prior to forwarding to the graphics pipeline for 
subsequent processing. As stated earlier, such clipping operations may require a great 
deal of processing, and therefore avoiding clipping operations when possible can enhance 
1 5 the overall performance of the graphics processing circuitry. 
J| Another operation that is commonly performed in order to reduce the processing 

^ resources required for primitive processing is to trivially reject any primitives that lie 

,= completely external to the display area 10. As described above, this can lead to problems 

when certain primitives that would actually contribute pixel data to the image data of the 
11 1 20 display frame are discarded due to the location of the vertices for those primitives. 

Examples include the line primitive 40 and the point primitive 50. The line vertices 42 
for the line primitive 40 lie external to the display area 10 and in prior art systems that 
perform trivial discard operations, the line primitive 40 is discarded. However, as 
described above, a rasterization area (shown by the dotted rectangle) is associated with 
25 the line primitive 40, where the rasterization area may extend onto the display area 10 
even though the line vertices 42 lie external to the display area 10. Note that the 
dimensions of the rasterization area of the primitives 40 and 50 may be exaggerated in 
size with respect to the display area 10 in order to simplify explanation of the teachings 
provided herein. 

30 The point primitive 50 is defined by a point vertex 52 that lies external to the 

display area 10. However, the rasterization area of the point primitive 50 (which extends 



radially outward from the point primitive vertex 52 and is illustrated by the dotted circle) 
may result in the generation of pixel data corresponding to pixels that lie within the 
display area 10 even though the point vertex 52 lies external to the display area 10. As 
such, the trivial discard operations associated with prior art graphics processing systems 
5 result in display aberrations when pixel data corresponding to primitives such as the line 
primitive 40 and the point primitive 50 is not included in the image data for the display 
frame. 

In order to avoid discarding primitives that contribute to the image data of the 
frame even though their vertices lie external to the display area 10, a trivial discard guard 

10 band 30 can be included in the decision-making operations of the graphics processing 
system. The trivial discard guard band 30 scales the minimum and maximum X and Y 
values corresponding to the display area 10 such that primitives whose vertices lie at least 
partially within the trivial discard guard band 30 are at least partially processed rather 
than being discarded. As such, the contributions from the line primitive 40 and the point 

15 primitive 50 to the display frame are realized. This prevents aberrations to the display 
such as those that resulted from trivial discarding based on comparisons of the 
coordinates of primitive vertices with dimensions of the display area 10 without the 
inclusion of such a guard band. 

Scaling the dimensions of the display area 10 may include multiplying the 

20 minimum (-Xmax, -Ymax) and maximum (Xmax, Ymax) coordinate values of the 

display area 10 by a scaling factor. Note that different scaling factors may be used for 
different coordinate axes. In other embodiments, the scaling may be accomplished by 
modifying each of the minimum and maximum coordinate values by an offset value that 
corresponds to a specific number of pixels or that is based on one or more of the 

25 dimensions of the rasterization area of primitives such as lines or points (e.g. the "width" 
of the rasterization area of a line or the radial dimension of the rasterization area'of a 
point). 

Preferably, the determination as to whether to discard a primitive is performed in 
a manner such that even though the primitive may lie within the trivial accept guard band 
30 20, it is still discarded if it lies completely outside the trivial discard guard band 30. For 
example, the discard line primitive 60 is defined by the discard line primitive vertices 62, 



which lie completely external to the trivial discard guard band 30. Even though the 
discard line primitive vertices 62 lie within the trivial accept guard band 20, the discard 
line primitive 60 is discarded rather than processed as it will not contribute any pixel data 
to the display frame corresponding to the display area 10. 
5 Figure 3 illustrates a block diagram of a primitive processor 80 that includes a 

processing module 82 and memory 84. The primitive processor 80 may be used to 
perform the primitive processing functions associated with determining whether or not 
specific primitives should be processed, or forwarded for processing within a graphics 
processing system. The specific functions performed by the primitive processor 80 may 
10 be divided into a number of circuit blocks, such as those illustrated in Figure 5, or may be 
performed based on software algorithms stored within the memory 84. In other 
embodiments, a mix of hardware and software can be used to perform the primitive 

.;=! processing determinations that utilize a trivial discard guard band. 

^ The processing module 82 may include a single processing entity or a plurality of 

yfj 1 5 processing entities. Such a processing entity may be a microprocessor, microcontroller, 

iljj 

; ~ digital signal processor, state machine, logic circuitry, or any device that processes 

W information based on operational or programming instructions. The memory 84 may be a 

;3 single memory device or a plurality of memory devices. Such a memory device may be a 

! «! read only memory device, random access memory device, floppy disk, hard drive 

!l! 20 memory, or any device that stores digital information. Note that when the processing 
n module 82 has one or more of its functions performed by a state machine or logic 

j «* circuitry, the memory containing the corresponding operational instructions may be 

embedded within the state machine or logic circuitry. 

The memory 84 stores programming or operational instructions that, when 
25 executed by the processing module 82, enable the processing module 82 to perform at 
least a portion of the method illustrated in Figure 4. The method illustrated in Figure 4 
corresponds to making processing determinations for graphics primitives such that 
unnecessary processing operations are avoided and those processing operations that are 
performed are performed in an efficient manner. 
30 Figure 4 illustrates a flow diagram of a method for processing a primitive in a 

graphics system. Each primitive received by the graphics system is defined by at least 



one vertex. A point primitive would be defined by one vertex, a line primitive by two 
vertices, a triangle primitive by three vertices, etc. 

The method of Figure 4 begins at step 102 where the X coordinates for the at least 
one vertex of the primitive is compared with X clip values to determine an X clip code. 
5 Thus, for each vertex of the primitive, the X coordinates for the vertex are compared with 
X coordinates corresponding to an X clip value to determine whether or not that vertex of 
the primitive lies outside of the X clip range of the display space. The X clip values 
correspond to the minimum and maximum X values for the display space, where these 
minimum and maximum X values have been scaled to include a horizontal discard clip 
10 guard band. 

Referring to Figure 2, the line primitive 40 is defined by the line vertices 42, each 
of which has a specific X coordinate value. These X coordinate values compare 
unfavorably with the dimensions of the display area 10 in an unmodified format, such 
that in prior art systems, the line primitive 40 is discarded based on the comparison. By 
15 scaling the dimensions of the display area 10 (display space) such that a discard guard 
band in the X coordinate dimension is included, the line vertices 42 are determined to lie 
within the trivial discard guard band 30, and therefore further processing of the line 
primitive occurs. 

The X clip code produced at step 102 is a code that may be a simple indication 
20 that one or more of the vertices lies external to the dimensions defined by the X clip 
values. A specific clip code may be determined for each vertices in the case of multi- 
vertex primitives such that determinations as to whether all of the vertices lie outside of 
the same Frustum plane associated with the display can be determined. 

At step 104, a similar comparison to that which occurred at step 102 is performed 
25 for the Y coordinates for each of the vertices of the primitive. The comparison operation 
performed at step 104 utilizes Y clip values to determine a Y clip code. The Y clip 
values correspond to the minimum and maximum Y values for the display space as scaled 
to include a vertical discard clip guard band. 

At step 106, the Z coordinates for each of the vertices are compared with the Z 
30 clip values to determine a Z clip code. The Z clip values may correspond to the 

minimum and maximum Z values forwarded to the display space without any scaling to 



include a depth discard guard band. In other embodiments, a depth discard clip guard 
band similar to the horizontal and vertical discard clip guard band may be included. 

Following the comparison operations at steps 102-106, a determination is made at 
step 108 as to whether the primitive can be trivially discarded. Note that the trivial 
5 discard decision performed at step 108 is based on clip codes generated in a manner that 
includes a trivial discard guard band such that primitives that may result in some pixel 
data contribution to the displayed image are not discarded simply because their vertices 
lie external to the actual screen dimensions. The trivial discard guard band, which is 
constructed based on the horizontal and vertical discard clip guard bands, may be uniform 
10 in the X and Y dimensions such that the horizontal and vertical discard clip guard bands 
are equivalent in size with respect to the display space. For example, the trivial discard 
guard band may cause the minimum and maximum acceptable X and Y coordinates to be 
increased by the same amount. 

In other embodiments, the horizontal and vertical discard clip guard bands are 
If 1 5 based on a dimension of a rasterized area of a particular primitive. For example, the 

primitive may be a line primitive, and the trivial discard guard band is sized to ensure that 
the width of the line, which is the smaller dimension of the rasterized area of the line, is 
taken into account when trivial discard determinations are made. In such an embodiment, 
if the width of a line is ten pixels, the horizontal discard clip guard band should be sized 
20 to correspond to approximately five pixels. As such, if a vertical line were to move 

horizontally across the display from left to right, at the point where the vertices pass just 
beyond the screen dimensions, the right half of the rasterized area of the line primitive 
lies outside the display space. However, the area associated with the left half of the line 
is still present within the display space. By sizing the guard band to correspond to five 
25 pixels, the line will continue to contribute some pixel information to the display until the 
point where all of the rasterized area of the line lies external to the display space. 

In other embodiments, the trivial discard guard band is based on the radial 
dimension of the rasterized area of a point primitive. As such, even though the vertex of 
a point may lie external to the display area, or display space, the point primitive is not 
30 discarded if a portion of the rasterization area of the point primitive that lies within the 
display space results in pixel data generated and displayed. 
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In some graphics processing systems, dimensional expansion operations are used 
for processing certain graphics primitives to ensure accurate image generation. One 
example includes the use of dimensional expansion for anti-aliasing operations that 
remove aliasing effects in the resulting image data. Such anti-aliasing operations may be 
used in conjunction with primitives having three or more vertices, such as triangle 
primitives. In some embodiments, the horizontal and vertical discard clip guard bands 
can be sized to correspond to a known amount of dimensional expansion used for such 
processing operations. In such embodiments, the inclusion of a trivial discard guard band 
can also benefit primitives having three or more vertices and ensure that an accurate 
display images are generated. 

In yet other embodiments, the horizontal and vertical clip guard bands that define 
the trivial discard guard band may be sized to correspond to dimensions corresponding to 
a predetermined number of pixels. Thus, it may be determined in a particular system that 
a trivial discard guard band corresponding to four pixels is acceptable, even though a line 
may have a rasterization width that is ten or more pixels. As such, some premature 
discarding of line primitives may occur. However, because the contribution of such line 
primitives that are prematurely discarded would be minimal, the resulting effect to the 
image displayed is minimal. 

Returning to Figure 4, if it is determined at step 108 that the primitive can be 
trivially discarded, the method proceeds to step 110 where the discard operation is 
performed. Discarding may simply involve not passing any information corresponding 
the primitive to the remainder of the processing circuitry. In other embodiments, an 
indication may be passed along with the primitive such that it is discarded by a 
subsequent block within the graphics processing circuitry. 

Kit is determined at step 108 that a trivial discard of the primitive is not possible, 
the methooSproceeds to step 1 12 where a determination as to whether the primitive can be 
trivially accepted is performed. In order to determine if the primitive can be trivially 
accepted, comparison of the X and Y coordinates for the vertices of the primitive with 
trivial accept clip \alues may be performed. The resulting trivial accept X and Y clip 
codes differ from the^lip codes determined for these coordinates which are used for 
making a trivial discarosdetermination. The trivial accept X and Y clip values correspond 



to the minimum and maximuln X and Y values for the display space as scaled to include 
horizontal and vertical accept clip guard bands. These horizontal and vertical accept clip 
guard bands are preferably greater than the horizontal and vertical discard clip guard 
bands such that more tolerance is allowed for trivial accept operations. The scaling used 
5 to produce the trivial accept guard band is preferably based on the rasterization 
limitations of the rasterizer in the g^phics processing system. 

If it is determined at step 112 that all of the vertices of the primitive lie within the 
trivial accept guard band, the primitive may be trivially accepted, and the method 
proceeds to step 114. At step 114, the primitive is processed without any clipping 
10 operations being performed, where such processing preferably includes rasterization. If it 
is determined at step 112 that the primitive cannot be trivially accepted and clipping 
operations are required, the method proceeds to step 116. At step 116, clipping 
q operations are performed on the primitive to produce a clipped primitive. Such clipping 

operations are known in the art and are commonly used to generate clipped primitives 

ill 15 that lie within the display area corresponding to the processing system. The clipping 

ill 

j»! operations are typically performed based on dimensions of the trivial accept guard band 

!J? region. At step 1 18, the resulting clipped primitive is processed using a three- 

dimensional (3D) graphics pipeline, where such processing preferably includes 
J= rasterization operations. 

? jJ 20 Thus, by including a trivial discard guard band in the determination as to whether 

3 to trivially discard specific primitives, primitives that have no area in a pure mathematical 

sense, but do produce a rasterization area that may include a number of displayed pixels, 
are not discarded. As such, a more accurate final image is produced, and undesirable 
aberrations resulting from primitives having vertices which lie just beyond the screen 
25 dimensions of the display area do not occur. 

Figure 5 illustrates a block diagram of a graphics processing circuit that includes a 
clip code generator 220, an evaluation block 230, a clip processing block 240, and a 
three-dimensional graphics pipeline (3D pipeline) 250. The graphics processing circuit 
also preferably includes a transform block 210 and a frame buffer 260. The graphics 
30 processing circuit illustrated in Figure 5 may be implemented on one or more integrated 
circuits, where such integrated circuits may be included in a graphics processing circuit 




used in conjunction with or included in a personal computer. Such a graphics processing 
circuit may be included on an expansion card for the personal computer, or on the 
motherboard along with a central processor that generates graphics primitives to be 
rendered to the display space. 
5 The transform block 210 receives an object-space primitive 202, which is a 

graphics primitive defined with respect to an object space. The object space may be 
defined by a set of coordinates that is suitable for object processing operations or 
construction, whereas the clipping and rasterization operations to be performed by 
subsequent blocks require the primitive to be converted to clip space. The transform 

10 block 210 may perform such transformations such that a received object-space primitive 
202 is transformed into a clip-space primitive 212 whose coordinates are defined with 
respect to a clip space suited to clipping and rasterization operations. 

The clip code generator 220 receives the clip space primitive 212 from the 
transform block 210. The clip code generator 220 compares coordinates for the vertices 

1 5 of the clip space primitive with the clip space coordinates of the Frustum clip planes that 
have been scaled by a discard clip guard band to determine discard clip codes for the clip 
space primitive. The clip code generator 220 may also compare the coordinates for the 
vertices with the clip space coordinates of the Frustum clip planes scaled by an accept 
clip guard band to determine accept clip codes for the clip space primitive. The clip 

20 space coordinates of the Frustum clip planes used in such comparison operations 

preferably correspond to the maximum and minimum dimensions of the display area of 
the display. 

The clip codes 222, which may include discard clip codes as well as accept clip 
codes, are passed to the evaluation block 230. The evaluation block 230 evaluates the 

25 discard clip codes to produce a discard decision that is included in the control information 
232 that the evaluation block 230 passes to the clip processing block 240. The discard 
decision indicates whether or not the clip space primitive can be discarded, where such 
discarding is associated with a trivial discard determination. The trivial discard 
determination as described herein includes a guard band to ensure that the rasterization 

30 area of primitives is considered when trivial discard determinations are made. 
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The evaluation block 230 may also evaluate the accept clip codes to produce an 
accept decision that is included in the control information 232. The accept decision may 
correspond to a trivial accept case where the clip-space primitive 212 can be processed 
without any clipping operations being performed. 
5 The clip processing block 240 receives the clip space primitive 212 and the 

control information 232. Based on the control information 232, the clip processing block 
240 may perform a discard operation if the discard decision in the control information 
232 indicates that the clip-space primitive 212 can be discarded. In other cases, the 
control information 232 may include an accept decision that indicates that the clip-space 

10 primitive 212 can be passed to the 3D pipeline 250 without any clipping operations being 
performed. In yet other cases, the control information 232 may indicate that neither a 
trivial accept nor a trivial discard can be performed for the clip-space primitive 212, and 
in such cases, the clip processing block 240 performs the clipping operations required to 
produce a clipped primitive that is then passed to the 3D pipeline 250. As described 

15 above, the clipping operations performed by the clip processing block 240 are well 
understood in the art. 

When the clip space primitive 212 is to be processed without clipping, or when 
the clip space primitive 212 has been clipped to produce a clipped primitive, the 3D 
pipeline 250 processes the clip space primitive 212 or its clipped derivative to generate 

20 pixel fragment data. The 3D pipeline 250 preferably includes circuitry such as a 

rasterization block that performs rasterization operations on the clip space primitive 212 
or its clipped primitive derivative. 

The 3D pipeline 250 preferably includes a set-up engine, a raster engine, a pixel 
pipe, and a render backend block. The frame buffer 260 preferably includes a color 

25 buffer that stores color information corresponding to pixels in a display frame, and a Z 
buffer that stores corresponding Z values for the pixels included in the display frame. 
The 3D pipeline 250 may be included in a video graphics integrated circuit that may also 
include two-dimensional graphics processing and other processing blocks that may effect 
the data stored within the frame buffer 260. Such an integrated circuit is preferably 

30 capable of, among other things, rendering three-dimensional video graphics images for 
display. 
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The set-up engine of the 3D pipeline 250 produces primitive slope information 
based on received graphics primitives that are clipped or undipped. Slope information 
corresponding to these primitives is provided to the raster engine, which is operably 
coupled to the set-up engine. The raster engine generates pixel fragments from the 
5 primitive slope information. Preferably, each pixel fragment includes a color value, a set 
of coordinates indicating a pixel in the display frame to which the fragment corresponds, 
and a Z value for the fragment. 

The raster engine provides the pixel fragments to the pixel pipe, which performs 
various operations that may modify the color of the pixel fragment as received from the 
10 raster engine. Such operations may include texture-mapping operations. The textured 
fragments resulting from the operations performed by the pixel pipe are then passed to 
the render backend block, which is operably coupled to the frame buffer 260. 

The render backend block blends textured fragments with corresponding pixel 
data stored in the frame buffer 260 based on the set of coordinates for each textured 
\f\ 15 fragment. The Z value for each textured fragment is used to blend the fragment with the 
I currently stored pixel information. The blending operations performed by the render 

W backend block are well known in the art, and the resulting pixel information produced by 

, s the render backend block is stored back in the frame buffer 260. The frame buffer 260 

can be accessed by display hardware to retrieve the pixel information for use in 
[If 20 generating the display. 

q Including a trivial discard guard band in the determination operations used for 

processing graphics primitives ensures that the rasterization area of each primitive is 
taken into account when trivial discard decisions are made. As such, primitives that may 
contribute pixel information to the displayed image are not discarded when their vertices 

25 lie external to the display area of the display. Avoiding the discarding of such primitives 
eliminates display aberrations associated with such discards in prior art systems, thus 
improving overall display quality while still allowing for the reduction in processing 
bandwidth associated with trivial discard operations. 

In the foregoing specification, the invention has been described with reference to 

30 specific embodiments. However, one of ordinary skill in the art appreciates that various 
modifications and changes can be made without departing from the scope of the present 



invention as set forth in the claims below. Accordingly, the specification and figures are 
to be regarded in an illustrative rather than a restrictive sense, and all such modifications 
are intended to be included within the scope of present invention. 

Benefits, other advantages, and solutions to problems have been described above 
5 with regard to specific embodiments. However, the benefits, advantages, solutions to 
problems, and any element(s) that may cause any benefit, advantage, or solution to occur 
or become more pronounced are not to be construed as a critical, required, or essential 
feature or element of any or all the claims. As used herein, the terms "comprises," 
"comprising," or any other variation thereof, are intended to cover a non-exclusive 
10 inclusion, such that a process, method, article, or apparatus that comprises a list of 
elements does not include only those elements but may include other elements not 
expressly listed or inherent to such process, method, article, or apparatus. 



